THE SPHINX 


Your patron is one of the ancient divine guardians of secrets, 


a sphinx. Perhaps you stumbled upon it while exploring a 
ruin and it pulled you into it's domain. Perhaps you where a 
supplicant who tended to the needs of the shrine or vault 
your master protected, or a fallen sphinx who is watching you 
for the sake of pleasure. To whatever end, you have been 
chosen by them to carry out the duty of protecting a measure 
of their divine secrets or treasures, and they have given you a 
portion of their own power to do so. 


EXPANDED SPELL LIST 

The Sphinx lets you choose from an expanded list of spells 
when you learn a warlock spell. The following spells are 
added to the warlock spell list for you. 


SPHINX EXPANDED SPELLS 
Spell Level Spells 


Tst detect magic, identify 

2nd lesser restoration, zone of truth 
3rd haste, nondetection 

Ath freedom of movement, confusion 
5th legend lore, flamestrike 


RIDDLE KEEPER 
Starting at 1st level, your patron has given you a number of 
secrets and insights from under it's protection. As an action, 
you speak a riddle in the tongue of the sphinx, a variant of 
celestial and cause any number of creatures within 30 feet 
that can hear you up to your charisma modifier (minimum 
one) to make an intelligence saving throw against your 
warlock spell save DC. 

On a failed save, they are incapacitated for 1 round. Once 
you use this feature, you can't use it again until you finish a 
short or long rest. 


ALTER FATE 
Beginning at 6th level, your patron has taught you how to 
shift time and fate. When you roll for initiative, you may have 
any number of creatures, up to your charisma modifier 
(minimum one) that you can see re roll for initiative. 

Once you use this feature, you cannot do so again until you 
finish a short or long rest. 


SPHINX's MIND 

Beginning at 10th level, your mind begins to closely resemble 
that of an actual sphinx. You gain resistance to psychic 
damage and may add twice your charisma modifier to saves 
vs. having your thoughts read or telepathy, unless you allow 
them to be read. In addition, Wisdom (Insight) checks made 
to discern your intentions or sincerity are made with 
disadvantage. 


TIME'S TEST 


Starting at 14th level, your patron has slowed your aging 
process, and given you the ability to test your opponents in 
it's personal lair. For every 10 years you age, you age 1 year. 
In addition, you may banish a creature to a personal 
demiplane of trials that has been gifted to you by your patron. 
You may, as an action, banish a creature for a number of 
rounds equal to your proficiency bonus. When it returns, it 
takes XD10 psychic damage where X is the number of 
rounds it was banished. 

Once you use this feature, you can't use it again until you 
finish a long rest. 


